Gaming and Buying on the Go: Purchasing Behavior in Mobile Gaming by Shelstad, William & Chaparro, Barbara S
Gaming and Buying on the Go: Purchasing Behavior in Mobile Gaming
William J. Shelstad, M.A., Barbara S. Chaparro, Ph.D.
Department of Human Factors & Behavioral Neurobiology
Results Discussion
Participants
• 4 participants (3 males and 1 females, Ages = 18 to 24)
• All participants were mobile video game players (at least 3-5 hours 
per week) and thought purchasing in-game content was acceptable
Procedure
• Participants picked a game from a set list of mobile games to play 
over 14 days
• Participants would play the game for at least 30 minutes each day 
and complete a daily log
• At the half-way point (7th day) and the last day of the study (14th
day), participants were interviewed about their experience
Measures
• Daily activities, experience, and play time
• Satisfaction as measured with the GUESS-18 (Keebler et al., 2020)
• Purchase intention and purchase behavior
Games
• Participants played one of the games below (from left to right: Raid 
Shadow Legends, Marvel Contest of Champions, Mobile Legends: 
Adventure, Marvel: Future Fight)
Methods
• Most mobile games are free and generate revenue with 
microtransactions, a purchase within a video game to get features, 
functions, or other in-game content (Kim et al., 2017). 
• There have been several research efforts to model factors that 
influence purchasing of in-game content with factors such as 
satisfaction, perceived value, attitudes found to play a role (Hamari
& Keronen, 2017)
• Mobile games can make use of designs mechanics to market to 
users, encourage spending their time in game, and encourage 
purchasing in-game content (Zagal et al., 2013). 
• These design mechanics that are intentionally used by game 
designers to cause negative experiences are referred as dark game 
design patterns (Zagal et al., 2013). 
Current Study
• This research sought to gain a greater understanding of purchasing 
behavior of mobile video game players and the impact of dark 
game design patterns using diary studies.
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Figure 2: Journey maps from each of the participants. Each line conveys a participants experience of 
playing their game over the two-week period of the diary study. Purchase points and quotes to describe 
their experience are displayed as well
Figure 1: Logos of the games participants played over the diary study period
